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Perkembangan dalam dunia game bergerak sangat cepat, para developer game pun 
berlomba-lomba untuk menciptakan game yang mana dapat mengikat pemain game 
tersebut untuk terus memainkan game, dan dengan begitu memunculkan indikasi 
terjadi perilaku adiksi game. Terdapat penelitian terdahulu yang mengemukakan 
bahwa terdapat karakteristik struktural video game yang mengacu pada fitur-fitur 
dalam game yang memiliki indikasi sebagai pemicu munculnya perilaku adiksi. 
Penelitian ini memiliki tujuan untuk meilhat pengaruh karakteristik struktural video 
game yang melekat pada fitur-fitur game memiliki pengaruh terhadap perilaku 
adiksi game, fitur-fitur yang akan dibahas dalam penelitian adalah Social Features, 
Manipulation and Control Features dan Narrative and Idenity Features. Penelitian 
ini dilakukan dengan menyebar kuisioner yang berisi 20 pertanyaan, yang terdiri 
dari 11 pertanyaan unutk mengukur karakteristik struktural video game dan 9 
pertanyaan yang mengukur perilaku adiksi (Internet Gaming Disorder Scale Short 
Form/IGDS9-SF) yang mana telah diadaptasi. Temuan dari penelitian ini adalah 
Social Features, Manipulation and Control Features dan Narrative and Idenity 
Features masing-masing tidak memiliki pengaruh terhadap perilaku adiksi game. 
 
Kata Kunci : Social Features, Manipulation and Control Features dan Narrative 








Developments in the game world are moving very fast, game developers are also 
competing to create games which can bind the game players to continue playing 
the game, and thus give rise to indications of game addiction behavior. There are 
previous studies which suggest that there are struktural characteristics of video 
games that refer to features in games that have indications as triggers for addiction. 
This study aims to see the effect of the struktural characteristics of video games 
attached to game features have an influence on game addiction behavior, the 
features that will be discussed in this study are Social Features, Manipulation and 
Control Features, and Narrative and Identity Features. This research was 
conducted by distributing a questionnaire containing 20, consisting of 11 questions 
to measure the struktural characteristics of video games and 9 questions measuring 
addiction behavior (Internet Gaming Disorder Scale Short Form/IGDS9-SF) which 
have been adapted. The findings of this study are Social Features, Manipulation 
and Control Features and Narrative and Identity Features, each of which has no 
effect on game addiction behavior. 
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